• • • • • 

AIso Avaílable on Nintendo® Game Boy® 


YIACOsM 


n£UJni£DiA. 




ISIS BRQADWAY NEW VORK. NV 




VIACOM. 

n£Ujm£Din. • 




B HJiBJ ãSYSTBM 







WARNING: PLEASEt&iD nm ENCLOSED CXtNSUMER INFORMATION AND 
PRECAUTIONS BOOKLET CAREFÜLLY BEFORE USING YOUR W/W7EW00* 
HARDWARE SYSTEM OR GAME PAK. 


TWS PRODUCTHAS BEEN RATED BY THE ENTERTAmOENT SOFTWARE 
RAT1NG BOAm>. FOR INFORMATION ABOl/T THE ESRB RATING, Ofl TO 
COMMENTABOUT THE APPROmATENESS OF THE RATING, PLEASE 
CONTACT THE ESRB AT 1-8(IO-771-3772. 


A AA 1515 Broadway 

▼ New York, NY 10036 

flêUJrnfDIR. 1800-409-2539 


© 1995 Viacom International Inc. All rights reserved. 
Patent Pending 



© Original game concept © 1995 Hookstone Ltd. 
Developed by Hookstone Ltd, 4 Grove Park Court, Grove 
Park View, Horrogote, North Yorkshire HGI 4DP UK 




UCEMSED GV 

CNintendop 

NlNTE^DO. SUP£« NINTENDO 
ENTERTAINMENT SYSTEM 
AN D THE OFFICIAL SEALS AflE 
REGISTERED TRADtMARKS Of 
NINTENDO OF AMERICA INC. 
e 1991 NINTENDO OF AMERICA INC. 



THIS OFFICIAL SEAL IS YOUR 
A55URANCE THAT NINTENDO HAS 
APPflOVED THE QUALITV OF THiS 
PROOÜCTALWAYS LOOK for THIS 
SEALWHEN BUVING GAMES ANO 
ACCESSORIES TO EN3URE 
COMRinE COMPftTlRlLlTV. ALL 
NINTENDO PRODUCTS ARE 
UCENSED BY SAL£ FOR USE 
ONLV VWTH OTHÉR AUTHORIZED 
PRODUCTS BEAftiNG THE OFFICIAL 
NINTENDO SEAL OF QUALlTY, 


contents 



Getting Started ••••••••••• 2 

Controls ••••••••••••••• 2 

Screen Display ••••••••••• 3 

Objective •••••••••••••• 4 

Power-Ups ••••••••••••• 5 

Menu Screen •••••••••••• 6 

Continuai or Levei Play ••••••• 6 

Options ••••••••••••••• 6 

Stoge Select & Difficulty ••••••• 7 

Scoring ••••••••••••••• 7 

High Score •••••••••#••• 8 

Credits ... 

Worronty •••••••••••••• 9 


1 


























gettíng started 


Make sure your Super Nintendo Entertoinment System is turned Off 
before inserting the Zoop Game Pak. 

Insert the Zoop Game Pak- 

Move the power switch to the On position* 


contrais 


L R 

Button Button 



Control Pad 

Move around inside the Center Square 

Start Button 

Pause game - press again to resume 

A/ B, X/ Y Button 

Fire to eliminate or exchange colors 

L, R, Select Buttons 

Press to quit 
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screen display 


Shapes left to eliminote 
in order to advonce 
to the next levei 
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objectíve 


Cobred shopes appear randomiy olong the grid, and móve toword 
the center. You musí eliminate them (remove ^hem from the grid) 
before fhey enter the Center Square, Press! ng the A, B, X or Y Butfon 
wsll fíre (figure 1). íf you strike a shope that ís the some color you 
ore, that shape will be elimínated (figure 2), If you strike o shape 
of a different color, you v/ill exchange colors with that shape and the 
shape will rematn on the grid (Figure 3). 



If you eliminate enough shapes, you will move to the nexf levei and 
the play intensity will increase. 


When the colored shopes are about to enter the Center Square, the 
dots in the Center Square will ftosh and a warning will sound. If the 
çglQfeíi.shapes enter the Center Squore, the game will end. 


4 




power-ups 


As you play Zoop, Power-Up Icons will randomly appear on the grid 
along with the colored shopes. If you strike a Power-Up, it will asslst 
you in eliminoting other shopes. 



Proxlmily Boinb: 

Eliminates atl the shopes touching the first shape 
you hit. 



Line Bomb: 

Eiiminotes an entire row of shapes regardless 
of color. 



Color Bomb: 

Eliminates all the shapes in ü quadro nt that are the 
some côlof as the First shape you hiL 



Bonus Springs 

Collect five of these to cleor oll the shopes on the grid. 


If o Power-Up or Bonus Spring reoches the center square, it will 
disappear Power^Ups and Bonus Spríngs will not end the game. 
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menu screen 


continuai or levei 


Eacti time you start a game, you have the 
option of playing a Continuai Gome or a 
Levei Game. In a Continuai Game, once you 
eliminate enough shapes to move to the next 
levei, the background wili change, and the 
speed at whieh shapes appear wilI increase, 
but current shapes remain on the grid* In a 
Levei Game, once you eliminate enough 
shapes, you wi!l move to the next levei with 
no shapes on the grid. (Note; At higher difficulty fevels, you wili 
start with new shapes on the grid.) 

Press Up & Down on the Control Pad to selecf CONTINUAI, LEVEL 
or OPTIONS then press ony button to continue. 


options 


In this screen you con turn the game sound 
and music on or off. 

Press Up & Down on the Control Pad to 
Select SOUND or MUSIC, then press left 
or Right to turn that feature on (+) or off (-)* 

Press Up & Down on the Control Pad to 
select EXIT and press any button to continue. 


S U N D 

.+ ^ 

— + 

MUSIC 


t I A I 
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stage select 


STAGE 

Using the Stage Select dial, you can select 
1 of 9 stoges on whích to begin game play. 

The speed ot which shapes appear on the 
grid increases as you advonce from levei 
1 to levei 9. 

LEVEL 

Press Left or Right on the Control Pad 
to rotote the Levei numbers so that your deslred starting levei is high- 
líghted in white at the top of the square- 


S í R Ê E 



í 4 7 

B « 


D I F F [ C U L 1 y 



DIFFtCULTT 

Ldvel Ploy: If a difficulty of M is selected in Levei Play, each new 
levei wili begin with colored shapes already on the grid. The levei 
of difficulty selected wili determine the number of colored shapes 
already on the grid at the start of each leveL 

Continuol Play; The levei of difficulty selected wili determine the 
number of colored shapes already on the grid at the start of the gome. 

Press Up & Down on the Control Pad to select DIFFICULTY, then 
press Left or Right to increase or decrease the Difficulty levei. 

Press any button to continue. 

The more colored shapes elíminoted tn o single fire, the more points 
earned. 


# of Shqoes 

elimínafed Total Points 


One 

100 

Two 

300 

Three 

600 

Four 

1,000 

Ftve 

1,500 

Six 

2,100 

Seven 

2,800 


(5,000 full verticol column) 
(10,000 Full horizontal row) 




















hígh score 


If you eliminafe enough shopes fo earn 
a High Score, fhe Hígh Score screen wili 
appear Enter your initíols by pressíng Up & 
Down on the Control Pad, then preas Right 
on the Control Pad to move to the next letter. 

Presa ony button to continue. 
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warranty 


VIACOM NEW MEDIA Limited Warranty 


Viocom New Medio worronts to the originol purchaser only that the 
Gome Pok provided with this monuol and the saltware progrom 
coded on it wilI perform in occordonce wíth the descriptions in thís 
monuol when used with the specífied equipment, for a period of 90 
days from the date of purchase* 

If the progrom is found defective within 90 days of purchase, it wili 
be replocedi Siittply return the Gome Pok with íts origínol pa<kogíng 
to VioÊom New Medio or its outhorixed deoter along wíth o dated 
proof of purchase. Repiocement of the Game Pak, free of chorge to 
the originol purchofer (except for the cost of returning the Gome 
Pok), is the ruil exient of our liobility. 


EXCEPT FOR THE LIMITED WARRANTY ASOVE, VIACOM NEW MEDIA 
EXPRESSLY DISCLAiMS ANY AND ALL WARRANTIES, WHETHER ORAL 
OR WRIHEN, EXPRESSED OR IMPLIED, INCLUDING, WITHOUT LIMITA- 
TION, ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT OF THIRD 
PARTY RfGHfS. 

Viocom New Medio shall not be liable for incidental ond/or conse- 
quentiol domages for the breoch of any expressed or implied wor* 
ronty including dcmiago to property and, to the extent permitted by 
low, damoges for perional injury, even if Viacom New Media has 
been advísed of the possibility of such damages. Some itotes do not 
alfow the exclusion or limitotion of incidentcil or consequentiol dam¬ 
oges or limitation on how long an implied warranty lasts, so the 
above límitotions or exelusions may not appiy to you. 

Thif warranty shall not be appiicable to the extent that any provision 
of this warranty is prohibíted by any federal State or municipal low 
which cannot be pre-empted. This worranty gives you specific legol 
rights and you may olso have other rights which vary from stote to 
State. 


VIACOM 

niujmfDifl, 


ISIS Broadway 
Naw York, NY 10036 
1-800-469-2539 . 


















